[5e] Druid: Circle of Decay 


A patch of violet fungus grows atop a rapidly decaying ogre corpse, drinking its fluids as it 
witches in unlife. The rotting hulk of a shambling mound rises from the swamp, bludgeoning 
respassers in its domain. A band of needle blights, spawn of the vampiric Gulthias trees, rains 
horns onto their prey, bathing their roots in blood. 


Some druids reject the call to become guardians of natural life, instead seeking its balance in 
death and destruction. Nature renews itself through decomposition, they believe, and members 
of this circle have an affinity for plants and fungi that feed on the detritus of animal life. Unlike 
many of their brethren, these druids also see the undead as part of this natural cycle, learning to 
channel necromantic energies and even assume the shape of undead creatures as their power 
grows. Organized Circles of Decay are rare due to their dark powers being persecuted in many 
places, but these druids nevertheless believe they serve a valuable function. Colloquially, druids 
Who follow the Circle of Decay are often known as “blighters” due to their wielding of rot and 
disease. 


Blighter’s Shape: When you choose this circle, you lose the ability to Wild Shape into animal 
forms. Instead, you may use your action to assume the form of a plant or undead creature you 
have seen before. This ability is in all other ways identical to the Wild Shape class feature, 
including its limitations. 


Blighter's Touch: When you choose this circle, you gain the ability to strengthen your attacks with 
necrotic energy. As a bonus action, you can spend a spell slot. Your melee weapon attacks or 
natural weapon attacks deal an additional 1d4 necrotic damage for a number of rounds equal to 
he spell level of the slot expended. 


Circle Spells: Your connection to the forces of death and decay grants you additional spells. At 
3rd, 5th, 7th, and 9th level you gain circle spells that are always prepared and do not count 
against the number of spells you can prepare each day. These spells are considered druid spells 


3rd — darkness, ray of enfeeblement 
5th — animate dead, vampiric touch 
7th — blight, grasping vine 

Oth — antilife shell, cloudkill 


Inescapable Destruction: At 6th level, your ability to channel negative energy becomes even more 
potent. This is identical to the ability on p. 97 of the Dungeon Master's Guide except that it 
applies to druid spells and abilities. 


Shadow Projection: At 10th level, you may call upon the powers of death to temporarily shed your 
mortal body, transmuting yourself into a spectral undead creature. You may spend two uses of 
Wild Shape at the same time to transform into a Banshee or a Wraith (see Monster Manual for 
statistics). 


Blighter's Command: As your strength grows, you gain greater command over the powers of 
decay. At 14th level, you may use your action to enchant a plant or undead creature at will. This 
ability functions identically to Crown of Madness (p. 229 of the Player's Handbook) other than it 


can target only plant or undead creatures. 


